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1
METHOD AND APPARATUS TO IMPLEMENT
A WAGER ON A RANDOMLY PICKED
WINNING TEAM

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present general inventive concept is directed to a
method, apparatus, and computer readable storage medium
directed to implementing a type of wager with a random
winning condition.

2. Description of the Related Art

Betting on sports and other events is well known in the art.
Typically, a player picks a predicted team he or she believes
will win a game and places a wager at a casino sports book
that that team will win, which will be paid at predetermined
odds. Betting on a series or season outcome is also well
known in the art. For example, before the baseball season
begins, a player can place a proposition wager that his or her
predicted team will win the World Series. Typically, such
proposition wagers are placed before the season begins,
although it is possible to place such a proposition wager after
the series has begun. The payouts on such wagers can be
determined either by professional odds-makers or “pari-mu-
tuelly”, that is, they can be based on “supply and demand” so
that the casino would ideally make a profit.

What is needed is a new wagering paradigm wherein pay-
outs can be determined in a different manner than the standard
determinations.

SUMMARY OF THE INVENTION

It is an aspect of the present invention to provide a new
wagering method.

The above aspects can be obtained by a method that per-
forms (a) receiving a wager amount from a player on the
series; (b) determining, using a digital computer, a pick com-
prising a random potential outcome of the series; (¢) issuing
the player an entry that is configured to win when an actual
outcome of the series matches the random potential outcome;
and (d) after the series is completed, paying the player a
payout when the actual outcome of the series matches the
random potential outcome.

The above aspects can also be obtained by an apparatus that
includes at least one processor configured to execute com-
puter readable instructions that perform: (a) receive a wager
amount placed by a player; (b) determine a pick comprising a
random potential outcome of the series; (¢) generate an entry
indicating to the player the random potential outcome; (d)
generate an electronic record for the entry comprising data
representing the wager amount and the random potential out-
come; (e) award a payout for the entry after the series is
completed only when the random potential outcome matches
an actual outcome of the series; and (f) a digital storage
medium operationally connected to the at least one processor.

These together with other aspects and advantages which
will be subsequently apparent, reside in the details of con-
struction and operation as more fully hereinafter described
and claimed, reference being had to the accompanying draw-
ings forming a part hereof, wherein like numerals refer to like
parts throughout.

BRIEF DESCRIPTION OF THE DRAWINGS

Further features and advantages of the present invention, as
well as the structure and operation of various embodiments of
the present invention, will become apparent and more readily
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appreciated from the following description of the preferred
embodiments, taken in conjunction with the accompanying
drawings of which:

FIG. 1 is a flowchart illustrating an exemplary method of
implementing a wagering paradigm before a series has begun,
according to an embodiment;

FIG. 2 is a flowchart illustrating an exemplary method of
implementing a wagering paradigm after a series has begun,
according to an embodiment;

FIG. 3A is a drawing illustrating an example paper entry,
according to an embodiment;

FIG. 3B is a drawing illustrating an example of a computer
entry, according to an embodiment;

FIG. 4 is a block diagram illustrating a sample physical
hardware configuration that can be used to implement the
methods described herein (such as a video lottery terminal,
electronic gaming machine, etc.), according to an embodi-
ment;

FIG. 5A is a block diagram illustrating a configuration for
an online casino, according to an embodiment; and

FIG. 5B is a block diagram illustrating a configuration for
a sports book network, according to an embodiment.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

Reference will now be made in detail to the presently
preferred embodiments of the invention, examples of which
are illustrated in the accompanying drawings, wherein like
reference numerals refer to like elements throughout.

The present inventive concept relates to a method, appara-
tus, and computer readable storage medium to implement a
wagering paradigm wherein a player can place a desired
wager amount on a wager on a pick to be determined ran-
domly.

For example, a player can walk into a sports book and
decide to wager $100 (or any amount of the player’s choice)
on a random potential outcome of a particular series (e.g., the
World Series, Super Bowl, etc.). The player would typically
know how many potential winning outcomes (how many
teams in the series). The sports book would take the players
$100 and use a computer to randomly generate a pick (e.g., a
particular team) and give the player an entry (e.g., a slip of
paper/ticket evidencing the wager). If pick (the particular
team that the computer randomly picked) ends up winning the
overall series (must be the overall winner, not second place),
then the entry would be a winner, but if the pick does not
winning the overall series in first place then the entry would
be a loser. The pick is determined purely randomly, for
example if there are twenty potential teams then each team
has an equal chance of being randomly chosen (e.g., one in
twenty chance). Thus, if 100 such wagers were made, it would
be theoretically possible (but unlikely) that the same team
would be picked all 100 times.

The payouts for such a wager can be determined in a
number of ways. In one embodiment, the payout for each
different potential team in the series would have an equal
payout. For example, if there are twenty possible teams, then
(without any house advantage), the payout for each team
winning would be 19:1 (a $1 bet wins $19 profit plus the
original $1 back). If the house wishes to incorporate a house
advantage, then the payout for each winning team can be
reduced (e.g., 18:1). Thus, even if the pick (which comprises
the randomly selected team) were an underdog team, the
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payout for it winning would be the same as if the pick were a
favorite team. One formula that can be used to determine the
payout is:

payout=n*C*(1-k),

wherein n=number of possible outcomes, C is the cost of the
ticket, and h is the house edge (advantage).

For example, if there are 10 possible outcomes, and the
house has a house advantage 0f 0.10 (10%) and a $1 wager is
made, the payout will be 10*¥$1%.9=89 (or 9:1).

Because the player does not choose the pick (the team
which if wins would earn a payout), this allows for some
betting opportunities that may not be present if the player was
to choose the pick. For example, the wager can be made after
the series has begun. Typically, bets are not commonly placed
after the series has begun because some teams may be ahead
of other teams thus requiring a different payouts structure
(which is not always easily generated in real time). The wager
can even be made after the series is over (and the player can
also receive his or her payout immediately).

Series as used herein can refer to a set of games which are
organized with predefined rules with an adjudicating author-
ity so that there is ultimately only one winner (e.g., World
Series, Super Bowl, Stanley Cup, etc.) For example, a set of
20 teams can each play all other teams in the set and the team
with the highest winning record could be considered the
winner. Once the first game of any ofthese series’ begins, then
the series is considered to have begun. In another embodi-
ment, a series can be just a single one game and the pick is one
of the two (or more) teams participating in the single game
(e.g., a single baseball game). A series can also be a single
event such as a horserace which has more than two possible
competing parties (e.g., a horserace can have eight or more
horses with only one winner that comes in first place). A
series can also be predicated on current and political events,
such as a presidential election (e.g., which candidate wins) or
the winner of an academy award.

In one embodiment, the wager can be made before the
series even begins. This means before a first game in the series
begins.

FIG. 1 is a flowchart illustrating an exemplary method of
implementing a wagering paradigm before a series has begun,
according to an embodiment.

The method begins with operation 100, which receives a
wager amount from a player. In one embodiment, the player
can make the wager by going into a sports book and indicate
to a casino employee how much he/she wishes to wager and
on and on what series. The player can pay with cash (or other
form of payment such as credit, electronic payment, etc.) and
can receive a slip (also known as voucher or ticket) which
evidences the wager (has the series, the pick and the amount
on it). When the player indicates his or her desired wager and
series to bet on, the casino employee could enter the wager
amount and series into a computer (e.g., using a keyboard,
etc.)

From operation 100, the method proceeds to operation 101,
wherein the computer determines a pick which is a random
potential outcome. This is done by taking all of the potential
outcomes (e.g., all of the teams entered in the series that can
win) and choosing one purely at random. Picking random
numbers electronically is well known in the art. Because the
random potential outcome is picked randomly, their distribu-
tion should typically have a random distribution, but of course
since random numbers are unpredictable this may not be what
actually happens. For example, if 10,000 made this wager and
there are 25 possible winning teams, all 25 teams should
approximately have the same number of picks (be picked the
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same number of times), but it is still possible that one team
may be picked a disproportionately higher number of times
than another (e.g., one team can be picked 5,000 times while
another team can be picked O times).

In another embodiment, instead of picking the pick using a
computer, a mechanical device can be used to determine the
pick. For example, all 25 possible winning teams can be
placed on a mechanical wheel (similar to a ‘Big 6 wheel),
each team with an equal chance of winning. The wheel can be
spun and when the wheel stops, the team that is under the
marker is the random team picked. The casino employee can
then enter the pick into the computer system so a record is
made of the mechanical pick. In addition to using a mechani-
cal wheel, any other mechanical mechanism to pick a random
outcome can be used as well, for example a die (with each side
having a different team or outcome), cards (with each card
having a different outcome and a random card is chosen), etc.
Using a mechanical method to pick the pick has the advantage
that the player knows that the pick is being picked purely
randomly (while the outcome picked would also be purely
random if a computer picks (as described above), players are
sometimes suspicious of electronic random number genera-
tors.)

From operation 101, the method proceeds to operation 102,
which provides the entry to the player. This can be in the form
of'a paper slip that can also have a barcode and/or an identi-
fication number so that it can be easily identified when pre-
sented to the sports book so it can be automatically identified
and the computer can determine whether it is a winner (and if
s0, the payout) or not (in operation 105). The player can see
which team was picked and typically the player would likely
be happy or unhappy with the random potential outcome.

In one embodiment, the player can be presented with one
opportunity to exchange the pick (the random potential out-
come) given to him for another one. If the player declines this
opportunity, then the pick provided to him is permanent. If the
player accepts this opportunity, the player can surrender the
current pick (the random potential outcome) given to him and
receive a new pick (random potential outcome) which the
player would then be stuck with. In this embodiment (where
the player can have the opportunity to exchange a single
pick), the payout would have to be reduced (over the embodi-
ment where the player would not have the opportunity to
exchange a single pick), in order to maintain a house edge
(typically the house/casino should have a mathematical over
all such wagers so that the house/casino can make money in
the long run). Thus, the player would have one opportunity to
try to improve the pick he was given, but of course if he
chooses to receive a replacement pick it is possible the player
would receive a worse pick (unless of course the original pick
the player received was (in the player’s mind) the worst
possible pick). Since the picks are determined randomly, then
if the player chooses to surrender the first pick given to him
and receive a replacement pick the replacement pick could
potentially be the same pick as the original one. Note that the
word “pick” as used herein generally refers to the random
potential outcome, but pick can also include other informa-
tion as well in addition to the random potential outcome (e.g.,
apick can comprise a winning team and also a point total that
the team must have received in a game in order to be a winning
pick). For example, a game can have an assigned over/under
value before the game starts (generally a prediction of what
the combined score of both teams will be which can be deter-
mined by the house), and a pick for a single game can be one
(out of the two teams) and either over or under. The pick will
win if the picked team wins the game and if the pick included
over then if the combined score of both teams is over the
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over/under value. The pick will win if the picked team wins
the game and if the pick included under then if the combined
score of both teams is under the over/under value. The pick
will lose if'the picked team loses the game. The pick will lose
if the pick includes over and the combined score of both teams
is under the over/under value. The pick will lose if the pick
includes under and the combined score of both teams is over
the over/under value.

In addition to making the wager at a sports book, a player
can also make the wager in other avenues as well. For
example, the wager can be placed online at an online casino or
online sports book. The wager can also be placed at a video
lottery terminal, electronic gaming machine, etc. located
inside or outside of a casino. In this case, the entry is not a
physical slip (as in the sport book case) but can be in the form
of an electronic communication (e.g., an email, digital con-
firmation of the wager on an LCD, etc.)

From operation 102, the method proceeds to operation 103,
wherein the series begins. Of course the player (and the sports
book) is merely “passive” in this activity as the series is
typically held by outside actors (e.g., the teams, etc.)

From operation 103, the method proceeds to operation 104,
wherein the series is completed and ends, and the actual
outcome of the series (the winning outcome) is now known.
This is also a passive activity on the part of the player and the
party receiving the wager. In rare situations, a series may not
have an outright winner (e.g., a horserace may end in a dead
heat), and one way this situation could be addressed is if all
action taken on the series for this wager is refunded to players.

When the series is completed, of course players will know
whether their entry is a winner or not. The player can present
his entry for redemption (e.g., bring his slip into the casino
sports book).

From operation 104, the method proceeds to operation 105,
which determines if the entry wins. If the random potential
outcome determined in operation 101 does not match the
actual outcome of the series (from operation 104), then the
method proceeds to operation 107, in which the entry does not
receive an award because the pick associated with the entry
did not win the series. In this case, the player receives nothing
for his entry (the player/entry loses).

If'in operation 105, it is determined that the random poten-
tial outcome determined in operation 101 does match the
actual outcome of the series (from operation 104), then the
method proceeds to operation 106 and an award for the entry
is computed and awarded to the player.

The award can be computed in numerous ways. In one
embodiment, the payouts for all potential outcomes can be
equal. For example, of 20 potential outcomes (e.g., 20 teams
in a series), each winning team will pay 18:1 (18 times the
initial wager amount from operation 100). Thus, if the player
initially wagers $1 and wins (e.g., the player’s entry is asso-
ciated with a pick (random potential outcome) that matches
the actual outcome of the series, then the player can exchange
his/her slip at the sports book for $19 in cash. In this embodi-
ment, the player would typically know before placing the
wager what the payouts would be (regardless of which team is
picked for his/her entry (e.g., the entry’s random potential
outcome) since all of the payouts would be equal for all
different teams. In another embodiment, different random
potential outcomes can have different payouts associated
with them (e.g., when betting on the World Series one par-
ticular team may pay 30:1 and another team may pay 31:1),
the payout for the particular entry should be indicated on the
entry itself (e.g., the slip, digital display, etc.) This type of
equal payout structure is illustrated in Table 1.
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There are eight potential outcomes (teams) and each pays
the same (6:1). Of course, in reality, some teams would be
more favored than others so if a player is fortunate enough to
receive a pick for his entry of one of the more favored teams
the player should be happy. It is noted that with the paradigm
illustrated in Table I with a randomly picked team (or out-
come), a professional gambler could not beat this game
because the team is picked randomly. This is in contrast to the
standard sports book methodology in which professional
gamblers are known to be able to beat the house by making
skilled picks as to outcomes of games.

In another embodiment, the payout for each team would be
the same as payouts on the team winning the same series
before the series begins. Typically, sports books (and other
betting establishments) commonly offer proposition wagers
wherein different teams have different payouts to win the
series based on their probability (or perceived probability) of
actually winning the series. Table II represents one possible
payout structure.

TABLE I

mammoows | 2

Thus, in Table 11, if a player places a wager before the series
starts that team C will win, this will pay 4:1 (4 times the
original wager amount). This is a type of proposition wager
commonly offered in sports books. However, once the series
begins, this exact payout list can no longer be used because
there is new information known. For example, if team E wins
the first game of the series (a series may be any number of
games such as 20, 100, or more), then the payout for team E
to win the overall series should go down (because team E may
be doing better than people original predicted). It is also
common in a series that some teams can no longer even win
the series (because they have lost too many games to proceed
into the series’ finals) and thus there would be no payouts for
those teams to win the series. The list of payouts in Table II (or
Table I) can be displayed to the player at a sports book (or
online casino, video terminal, etc.) so that the player would
know what the odds can be before placing the wager.

Thus, the payout on a wager made on a random pick (ran-
dom potential outcome) as described herein can be selected
from the set of payouts for the series winner before the series
has begun (these payouts would be preserved by the sports
book). So for example, if in the middle of a series, a player
makes a $10 wager on a random pick, and the random pick
given to the player is team D, then the player would receive a
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payout of 10:1 (10 times $10 or $100) if team D wins the
series. It might be that team D happens to be doing very well
in the series in which the player would be happy (because
10:1 is a relatively high payout in Table IT). On the other hand,
ifteam D is doing very poorly in the series and in fact it is not
even possible for team D to win, then the player has already
lost as it would be impossible for this entry to win.

Ina further embodiment, only teams that are still capable of
winning the series would be included in the potential out-
comes (in operation 202). In this way, it would not be possible
for a random potential outcome to be determined (in opera-
tion 101) that would be incapable of winning the series. Of
course, payout odds would have to be adjusted in this embodi-
ment to reflect the ineligibility of certain teams. For example,
if the payout structure in Table I is used but teams A and B can
no longer win the series, then only teams (C, D, E, F, G, H) are
potential outcomes and can be picked as potential random
outcomes, but the payout odds in Table I would have to
reduced (for example instead of 6:1 payouts the payouts now
would be 4:1).

The methods described herein can be applied regardless of
the point in time in relation to the series (e.g., the wager can
be taken from the player before the series begins, after the
series has begun, or even after the series is over).

The methods described herein can also be applied to any
proposition wager. For example, a proposition can be for a
given night in a season, the team which scores the most points
in that night. If a team does not play on that night then they
would get 0 points. Thus, a random team can be picked (as
described herein) and if that team scores the most points in
that night then the wager wins otherwise the wager loses.

In a further embodiment, before the player receives the
pick with the random potential outcome (in operations 101 or
202), the player can indicate a single team to be removed from
the possible potential outcomes. For example, in Table I, if the
player wishes to remove team D from the possible outcomes
the player can do so and the random pick provided to the
player would never include team D. Since this reduces the
number of possible teams, the payout of having a winning
ticket would be reduced as well. For example, if in Table I,
each team pays 6:1 if it wins, by removing a single team then
each remaining team would pay 5:1 if it wins (of course other
payouts can be used as well). If the removed team ends up
winning, the player would get their money back for the origi-
nal wager (e.g., a push). Thus, for example, if the player made
a $1 wager and decided to remove D, and received team C as
the random pick, and team D actually won the proposition,
then the player would receive his/her $1 back. If team C won
the proposition, then the player would win $5 (5:1). If team A
won the proposition, then the player wins nothing (the player
loses the purchase price of the ticket). In a further embodi-
ment, a player would be permitted to remove more than just
one team from the potential outcomes, but of course for each
team removed the payouts would have to be adjusted accord-
ingly. Thus, for example if a player wished to remove two
teams, then the payouts in Table I would go down to 4:1 for
each remaining team and if either of the two removed teams
wins the proposition the player would get his/her money back
for the wager/ticket. The player can remove any number of
teams in this manner (but of course at least two teams have to
remain).

FIG. 2 is a flowchart illustrating an exemplary method of
implementing a wagering paradigm after a series has begun,
according to an embodiment.

FIG. 2 is similar to FIG. 1, but in FIG. 2 the wager is
received from the player (operation 201) after the series has
begun (operation 200). Thus, in operation 200, the series has
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already begun (e.g., the first game in the series has already
started, or the first game in the series has reached a predeter-
mined point (e.g., half-time), the first game in the series is
over, etc.) Thus, at this point, there is additional information
available than at the beginning of the series. Operation 201
can be performed at any time, even after the series is over.

The operations in FIG. 2 are performed as described in
FIG.1(e.g.,200is103,201is100,202is101,203 is 102,204
is 104, 205 is 105, 206 is 106, and 207 is 107).

FIG. 3A is a drawing illustrating an example paper entry,
according to an embodiment.

A paper entry 300 contains all relevant information about
the wager (it may or may not contain the player’s name if this
information is known to the sports book). A paper entry can be
printed in a printer hooked up to a computer system used by
the sports book, and an electronic record would also be main-
tained of the entry. In this entry 300, the random team chosen
by the computer is the METS, the series is the World Series,
the player paid $100 to make the wager, the player would be
paid $3,000 if the METS win the World Series, and the date
the wager was made is Aug. 4, 2012. The ticket also has a
barcode in the bottom left so that the ticket can be scanned and
a record associated with the ticket (entry) can be automati-
cally retrieved. In this way, the computer system can auto-
matically scan a ticket and determine if it is a winner or not
(and if so, how much to pay the player). Winning tickets are
typically paid immediately to players in cash. A ticket number
is also printed on the ticket in order to locate the ticket in the
database (in case for some reason the barcode is not used).

FIG. 3B is a drawing illustrating an example of a computer
entry, according to an embodiment.

If the player makes the wager online, then an entry can be
the confirmation screen (or any other electronic communica-
tion identitying the wager details) which can be displayed on
an electronic output device (e.g., LCD screen, etc.) The infor-
mation in the electronic entry 301 is the same as illustrated in
the paper entry 300. This information can also be presented to
the player in an email, text message, etc.

FIG. 4 is a block diagram illustrating a sample physical
hardware configuration that can be used to implement the
methods described herein (such as a video lottery terminal,
electronic gaming machine, etc.), according to an embodi-
ment. This structure can also be used to implement any com-
puter, server, database, etc., that is part of a system to imple-
ment the methods described herein.

A processing unit 403 can be a microprocessor and asso-
ciated structure (bus, cache, etc.) The processing unit is
capable of executing programmed instructions which are pre-
coded and stored (in the ROM 407, RAM 408, or storage
medium 406, or other source) that will implement all of the
methods described herein (including picking the random out-
come in operations 101/202). The processing unit is con-
nected to an output device 400 (e.g., LCD, speaker, touch-
screen, etc.), an input device 401 (keyboard, touch-screen,
mouse, buttons, etc.), and a network connection 402 (e.g. a
connection to a WAN, LAN;, Internet, etc.) The processing
unit is also connected to a ROM 407, a RAM 408, and a
storage device 405 (e.g., CD-ROM, DVD, hard disk,
EPROM,; or any other storage device). A computer readable
storage medium 406 can be read by the storage device 405
and can store programs to implement all of the methods
described herein. The processing unit 403 is also connected to
abill acceptor/cashout mechanism 404 (if needed), which can
receive cash deposits or tickets from the player to credit the
player’s credit mater and can also make payments to the
player when the player cashes out by issuing physical coins or
aticket redeemable for cash. Cashing out can also be accom-
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plished playing an online version using an electronic payment
mechanism (electronic funds transfer) or by sending a physi-
cal payment (e.g., check) to the player.

FIG. 5A is a block diagram illustrating a configuration for
an online casino, according to an embodiment.

An online casino server 504 hosts/serves an online casino
using a computer communications network such as the inter-
net 503. Player computers 501, 502 can connect to the online
casino server 504 over the Internet so that their respective
players can play at the online casino which can receive wagers
as described herein.

FIG. 5B is a block diagram illustrating a configuration for
a sports book network, according to an embodiment.

In a physical sports book (which can accept any wager
described herein), a database 510 (e.g., an SQL or any other
type of database) is used to store electronic records of all
wagers made and all of their respective information. In this
manner, when an entry is presented for redemption, the data-
base 510 can retrieve the entry’s respective record and deter-
mine whether it is a winner or not (the database 510 would
also know who the actual winners are of all series served).
Terminals 511, 512, 513 are connected to the database 510
using a computer communications network. Casino employ-
ees can be stationed at each terminal and can receive each
player’s desired wager information (e.g., wager amount,
series or game (that the proposition is based on), eliminated
teams (if any), and any other information described herein or
needed to make the wager/transaction) and enter (e.g., type on
akeyboard) all of this information into their terminals so all of
this information can be stored in the database 510. The data-
base 510 can be configured to perform all of the methods
described herein including determining the pick (random
potential outcome), store and transmit this information to
each respective terminal. The database 510 is programmed to
store all needed information about each wager (entry) and
would typically maintain the data indefinitely. The database
510 would typically be secure and could not be accessed by
unauthorized personnel in order to keep all of the wager data
intact. Each entry would typically have a record in the data-
base 510 that can be retrieved by the database 510, the termi-
nals, or any other component on the network that is supposed
to have access to the database 510. Not pictured are a barcode
scanner (to scan barcodes on each paper entry to determine if
they are winners) and a printer (to print paper entries) at each
terminal.

The methods described herein are intended to be played in
legal establishments which can allow the player to wager
credits which are directly redeemable for real money (cash or
coin).

It is also noted that any and/or all of the above embodi-
ments, configurations, variations of the present invention
described above can mixed and matched and used in any
combination with one another. Any description of a compo-
nent or embodiment herein also includes hardware, software,
and configurations which already exist in the prior art and
may be necessary to the operation of such component(s) or
embodiment(s).

Further, the operations described herein can be performed
in any sensible order. Any operations not required for proper
operation can be optional. Further, all methods described
herein can also be stored on a computer readable storage to
control a computer.

The many features and advantages of the invention are
apparent from the detailed specification and, thus, it is
intended by the appended claims to cover all such features
and advantages of the invention that fall within the true spirit
and scope of the invention. Further, since numerous modifi-
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cations and changes will readily occur to those skilled in the
art, it is not desired to limit the invention to the exact con-
struction and operation illustrated and described, and accord-
ingly all suitable modifications and equivalents may be
resorted to, falling within the scope of the invention.

What is claimed is:

1. A method for wagering on a series, the method compris-
ing:

executing instructions on an electronic processing unit, the
instructions being read from a non-transitory computer
readable storage medium, the instructions performing:

at atime after at least one game in a series has been played
but before the series is completed, the series comprising
a set of at least two games and at least two teams, a
winner of the series being one of the at least two teams
determined based on predefined rules after the set of at
least two games has been completed, performing:

receiving a wager amount from a player on the series;

determining, a set of possible teams that are still capable of
winning the series at the time by eliminating teams that
can no longer win the series at the time and determining
a pick which cannot be exchanged by the player com-
prising a random potential outcome of the series out of
the set of possible teams and storing a record of the pick
in an electronic database;

issuing the player a physical entry that is configured to win
when the winner of the series matches the random poten-
tial outcome, the physical entry indicating the pick; and

after the series is completed, using the electronic database
to determine whether the entry qualifies for payment,
paying the player a payout when the winner of the series
matches the random potential outcome and not paying
the player any payout when the winner of the series does
not match the random potential outcome.

2. The method as recited in claim 1, wherein the payout is

a same payout that the random potential outcome paid on a
standard proposition wager before the series began, different
random potential outcomes having different payouts.

3. The method as recited in claim 1, wherein the payout is
based on a number of possible random potential outcomes,
each random potential outcome having an identical payout.

4. The method as recited in claim 1, wherein the payout
remains static throughout the series.

5. The method as recited in claim 1, wherein the payout
changes throughout the series.

6. The method as recited in claim 1, wherein before the
determining the pick, receiving a selection from the player of
an eliminated team, wherein the eliminated team would not
have the potential to be the pick, and reducing the payout to
reflect the eliminated team.

7. An apparatus to implement wagering on a series, the
apparatus comprising:

atleast one processor configured to execute computer read-
able instructions that perform:

at atime after at least one game in a series has been played
but before the series is completed, the series comprising
a set of at least two games and at least two teams, a
winner of the series being one of the at least two teams
determined based on predefined rules after the set of at
least two games has been completed, continuing to:

(a) receive a wager amount placed by a player;

(b) determining a set of possible teams that are still capable
of winning the series at the time by eliminating teams
that can no longer win the series at the time and deter-
mine a pick which cannot be exchanged by the player
comprising a random potential outcome of the series out
of the set of possible teams;
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(c) generate an entry indicating to the player the random
potential outcome;

(d) generate an electronic record for the entry comprising
data representing the wager amount and the random
potential outcome;

(e) award a payout for the entry after the series is completed
only when the random potential outcome matches the
winner of the series and not awarding the player any
payout when the winner of the series does not match the
random potential outcome; and

a digital storage medium operationally connected to the at
least one processor.

8. The apparatus as recited in claim 7, wherein the digital
apparatus is further configured so that the payout is a same
payout that the random potential outcome paid on a standard
proposition wager before the series began, different random
potential outcomes having different payouts.

9. The apparatus as recited in claim 7, wherein the digital
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apparatus is further configured so that the payout is based on 20

a number of possible random potential outcomes, each ran-
dom potential outcome having an identical payout.
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10. The apparatus as recited in claim 7, wherein the digital
apparatus is further configured such that the payout remains
static throughout the series.

11. The apparatus as recited in claim 7, wherein the digital
apparatus is further configured such that the payout changes
throughout the series.

12. The apparatus as recited in claim 7, further comprising
an entry printer configured to generate the entry indicating to
the player the random potential outcome, the entry being a
physical ticket and the entry printer physically printing entry.

13. The apparatus as recited in claim 7, further comprising
a networking unit configured to generate the entry indicating
to the player the random potential outcome by causing the
entry to be displayed on a computer used by the player using
a computer communications network.

14. The apparatus as recited in claim 7, wherein before the
determining the pick, the apparatus is further configured to
receive a selection from the player of an eliminated team,
wherein the eliminated team would not have the potential to
be the pick, and reducing the payout to reflect the eliminated
team.



